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The Essence of SaGa Frontier 


An unofficial translation project 


SaGa Frontier Main Staff Interview 


To finish off this book, here’s an interview with three representatives from the development team. This 
was scheduled immediately after the game was released and they talked with great fervor and joy. 


[TN: This interview is from The Complete of SaGa Frontier. ] 


[ Completed 3/27/21! ] 


The 9th protagonist was Itako, who was fighting for 
her inheritance 


—Starting off, please tell us why this game isn’t part of the 
Romancing SaGa series. 


Kawazu 


It wasn’t a super serious reason or anything. The hardware changed from Super Famicom to 
PlayStation, so we wanted to have a new title for a new system. 


Ishii 


We definitely wanted to keep “SaGa” in the title, though, and after much discussion, we decided to use 
“SaGa Frontier”. 


Kawazu 
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For me personally, I have an emotional attachment to the series since it’s my own creation. But even so, 
each game has a working title during development which doesn’t necessarily have “SaGa” in it. 
Romancing SaGa 1 was called “Destiny Stone”, for example. 2 had a historical aspect to it, so that was 
called “Chronicle SaGa”. Circumstances were slightly different this time, though, and we used the title 
“SaGa Frontier” very early on. If I was a little younger, I probably would’ve made a huge fuss over the 
title (laugh). But I figured that the energy would be better spent making the game just that much better. 


Koizumi 


We decided on the title just after the training camp ended. 


— "Training camp”? 


Kawazu 


Before starting development for each game in the SaGa series, we have a “training camp” where we 
lodge together for a few days and come up with ideas. The team had changed significantly this time, so 
we went to Izu for the meet-and-greet. First, all the lead planners laid the groundwork for the game in 
about three days, then the graphics and programming leads joined us for the last two days. 


Advertisements 
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Ishii 
Our schedule was something like, eat breakfast, then have planning meetings until the evening. But the 


one good thing was that we didn’t have to worry about planning out our meals (laugh). That’s why we 
were able to concentrate on brainstorming. Some people were playing card games, though (laugh). 


—So was the game mostly finalized during the training camp? 


Kawazu 


Just the basic outline. We knew that things would change along the way, of course. In the training camp 
version, for example, there were 9 protagonists. 


—That’s two more than we have now. What kind of characters were 
they? 


Kawazu 
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One of them was Fuse, who still appears in the game. His gimmick was to take full advantage of the Free 
Scenario system, even more than how Lute’s Scenario turned out in the final game. Fuse meddles in the 
other characters’ special events, after all. 


The other protagonist was Itako*, a Spirit Medium. Her family has the power to summon spirits. Each 
family member was trying to claim the entire inheritance for themselves, so the story began with them 
calling on Itako’s late grandfather. Then there was confusion over the terms, which sparked an all-out 
inheritance war. It ended up being too comical, so we ended up scrapping it (laugh). 


[TN: The design for this character was repurposed for Rei.] 


Anything goes in the Region World 


—Regions are one of the main features of the game, and they come 
in all shapes and sizes. 


Kawazu 


The three Romancing SaGa games took place in worlds with well-defined rules. I wanted to put a spin 
on that... Right from the start, I wanted to create a fascinating world where anything goes. 


Ishii 

Doesn’t Riki go through a portal in the beginning of his Scenario? Similar to that, I thought it would be 
interesting if there were different methods of transportation between the Regions, with each place 
having its own rules. 


Kawazu 


We had lots of ideas, such as starting out inside a book, then being able to go to the next Region from 
there. We ended up deciding to put more emphasis on the story, so those more fantastic elements were 
phased out. 


— The first published materials mentioned that each Region had 
different “location traits”. Did these affect battles, too? 


Kawazu 
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They did in the beginning. There were ideas such as one Region where Guns would be less effective. 
Ishii 


There was also a Region where it was easier for twins to be born and a Region of all Master Fencers, both 
which were remnants of the “location traits” idea. 


Kawazu 


We ended up omitting those details so that we could focus more on the characters and their stories 
instead of the characteristics of each world. If this was a game where the protagonist and other 
recruitable characters didn’t have names, then maybe I would have focused more on the finer details in 
each location. 


The thrill of combos in fighting games—the origin of 
the Combo system 


—Battles are one of the highlights of the SaGa games, but this time 
around, the Combo system added another layer of strategy to 
encounters. 


Kawazu 


We got the idea for the Combo system by thinking about how we could take that good feeling you get 
from pulling off a juggling combo in fighting games and replicate it in RPG battles. 


Koizumi 


I started off thinking about the time it takes to perform each ability and rules where certain abilities 
couldn’t Combo if there was too much of a difference in speed. Naturally it was too complex and 
difficult to implement, so it was simplified. We ended up with different sets of paired rules, like “hitting 


up and hitting down”, “heating up then cooling down”, “pushing away to a dead stop”. In short, any 
attack can Combo as long as it falls into one of these pairs. Well, luck is a big factor, too. 


—Combining the ability names in a Combo is a neat idea, too. 


Koizumi 
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There are many rules for that, too. We started off with a system where the program separates the first 
two and last two characters of ability names. For example, [7 #7\% ] [kuchibashi] (the Japanese name 
for [Beak]) becomes [ 7 4] [kuchi] ina Combo. That system generated too many weird names, so it was 
altered for the final game. In the early days, [75> ¥—1] [hanmaa] (Hammer) was shortened to [ v—] 
[maa] when included at the end of a Combo. There was a lot of confusion over what the heck [v—] 
was (laugh). 


—Why can’t we run from battles, when it was possible to do so in 
previous games? 


Kawazu 


The game starts reading from the CD-ROM whenever an enemy sprite is touched and combat begins, 
and no matter what, it keeps reading until the battle ends. If you ran away and immediately touched the 
same enemy sprite, then the game would have to read from the CD-ROM again and that would put a lot 
of stress on the system, no? 


Koizumi 


It would also be weird if running away from battles made enemy sprites disappear. 


—Regarding the “sparking” system, what kind of rules are there for 
sparking abilities? 


Koizumi 


Each character has an established “time” where it’s easiest to learn a specific Art. There are also spark 
tree hierarchies where using Art A makes it easier to spark Art B. These are the key factors in 
determining spark rates...but to tell the truth, even I don’t know which Arts will spark and when. 


—Whaaat?! 


Koizumi 


It'd be boring if you knew everything about the game when playing, wouldn’t it? That’s why, when I 
was making final adjustments to the system, I changed the parameters so that even I wouldn’t 
understand them. Then I could enjoy playing the game, too (laugh). 
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Enemy monsters that become more powerful based 
on player actions 


—On the subject of difficulty, was there an intentional decision to 
make this easier than previous games in the series? 


Kawazu 


Yes. This game is easy enough where even the longer Scenarios can be completed in about 10 hours. Any 
longer than that and it would be difficult for normal players to finish all the Scenarios since there are so 
many protagonists. I think enemy strength has been changed compared to previous games, too. 


Koizumi 


Enemies in the first and second playthroughs won’t have reached their full potential because of the 
learning system. For example, there are enemies with abilities that can Stun, but they won’t use them 
until they’ve been hit several times by Stun attacks from the player. The intention wasn’t to have the 
enemies get stronger over time, but to show the enemies powering up as a result of certain actions. This 
kind of system might make enemies seem weak at first. 


Kawazu 


But if you cleared the game with an overpowered protagonist, then the next protagonist would have a 
terrible start because of stronger enemies (laugh). 


Koizumi 


Because of that, recruitable characters have 4 different sets of initial stats to compensate. 


The “blood” flowing through the SaGa series staff 


—Now that the development of SaGa Frontier is complete, how do 
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you feel? 


Koizumi 


I enjoyed making the enemy growth system. This is my personal stance on games, but I think that 
players should be given the freedom to play however they like. The fact that the SaGa series embraces 
player freedom really resonated with me. My goal was to incorporate that into this game, thinking about 
how to let players do what they want without forcing them to do what they wouldn’t want. 


Ishii 


It was great fun making this game, especially with people like Koizumi who give serious thought to 
game design. My opinion is similar to his, but as a creator, I don’t want players to be satisfied just by 
following the path set out for them. Here’s an example: if a creator tries a new approach to making 
games, they might be discouraged and not want to make anything else if it doesn’t get a good reception 
from players. But on the other hand, some players might embrace the new changes and want more, 
inspiring the creator to continue making games. 


—Listening to these stories, it feels like there’s a common “blood” 
flowing through SaGa series developers. 


Kawazu 


(laugh) We all share the stance on giving players freedom. 


—One more quick question—are you considering making a sequel? 


Kawazu 


I can’t imagine there being a number “2” of this game. Even if I were to make one, it would end up being 
completely different. The style of RPG wouldn’t necessarily have to change, but I think it’s our job to 
come up with new gameplay and approaches. I want to set an example for future game developers, 
demonstrating that such a game can be made. 


Akitoshi Kawazu 


Director 
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Position: Director, Head of 2nd Div 
eImportant Works 

Final Fantasy I, II; EAA +Sa - Ga (Final Fantasy Legend); Sa - Ga2 #38 {zat (Final Fantasy Legend II); 
Romancing SaGa 1~3 

eHired on 

4/1/87 

eFavorite Character 

Lute, RedTurnip 

eFavorite Monster 

Nightshade 

eFavorite Region 

TimeLord’s Region 


Koichi Ishii 


Lead Planner 
Position: 2nd Div Lead Planner 


eImportant Works 

Final Fantasy II, M; #28!){zit1~3 (Final Fantasy Adventure, Secret of Mana, Trials of Mana) 
eHired on 

4/1/89 


eFavorite Character 
Riki, Mei-ling 
eFavorite Monster 
Rocky 

eFavorite Region 
Shingrow 


Kyoji Koizumi 


Battle System Director 
Position: 2nd Div Planner 
eImportant Works 
Romancing SaGa 2, 3 
eHired on 

4/1/91 

eFavorite Character 
Riki, Thunder 
eFavorite Monster 
Platyhooks 

eFavorite Region 
Koorong 
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Blog at WordPress.com. 
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